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Description
TECHNICAL FIELD

[0001] The present invention relates to electronic gaming systems, more specifically, to hand-held controllers or
control pads used with a microprocessor controlled gaming system and an associated raster scanned display or tele-
vision.

BACKGROUND ART

[0002] Computer gaming systems first arrived and gained wide spread popularity around the early 1980's. The initial
games available for home use were relatively simple. For example, one of the early games consisted of two electronic
paddles on either side of a screen and an electronic ball which two players bounced back and forth to one another in
a tennis-like fashion. The input devices used with these early games were correspondingly simple, i. e. joysticks or
rotary dials.

[0003] FR-A-2416 510, which is considered the closest prior art document, already describes the use of an operable
member to move objects on a screen.

[0004] US-A-4496 158 discloses an apparatus for discriminating at a distance between one or more colored symbols
displayed on the screen of a television receiver from a plurality of other symbols of different colors. This conventional
apparatus comprises an electro-optical system including a colored filter which corresponds to the color of the symbol
which is to be discriminated. Once the symbol is detected or "hit", it can be "shot", which is part of the game to be
carried out by such conventional apparatus.

[0005] A further system is known as the "Genesis" (trademark) system manufactured by Sega Enterprises Ltd.. This
conventional system is one of the most commercially successful gaming systems of modern times. As suggested by
Figure 1, the Genesis system is based around a microprocessor controlled Gaming Device 10 which is connected to
a raster scanned display (i.e. a standard television). The gaming device 10 accepts a game cartridge and has electronic
plug inputs 12, 13 for communication with two hand-held control pads. A conventional control pad 30 is depicted in
Figure 2. The game cartridge contains the appropriate firmware which, in connection with the gaming device 10, proc-
esses player commands from the control pads 30 and to display the changing action of a particular game on the
television. A detailed explanation of the gaming device 10 is not necessary for an understanding of the present invention
which is directed to an enhanced control pad.

[0006] Figure 2 illustrates the exterior of a conventional control pad 30 currently available with the Genesis system.
As shown, the conventional control pad 30 is comprised of a joystick-like directional button (D-Switch) on its left side
and a plurality of control buttons (A,B,C, and Start) on its right side. The user generally operates the control pad 30 by
holding it in both hands so that the left thumb is positioned over the D-Switch and so that the right thumb is positioned
over the A,B,C, and Start buttons.

[0007] We'll use a hypothetical basketball game to explain the use of the conventional control pad 30. Passing the
ball from player to player is a desirable feature in such a game. Given a conventional control pad 30, the user might
use the D-Switch to direct the movement of the player with the ball and simultaneously press the A Button to consec-
utively select one of the other four players to receive the pass. The user might then pass the ball to the selected player
by pressing the C Button. While this may be a complicated process for some people, many children and certain game
playing adults are capable of relatively high levels of hand/eye coordination. The conventional control pad 30 was a
significant step in addressing the needs of such gifted players. However, returning to our specific basketball example,
note that the player cannot use the conventional control pad 30 to immediately select a particular player to receive the
pass. As shown by this one example, there is still room for improvement in gaming systems and, more specifically, for
enhanced control capability and greater complexity.

[0008] The present invention resolves the above-noted shortcomings with existing control pads and addresses the
never ending consumer demand for games of progressively greater complexity.

DISCLOSURE OF THE INVENTION

[0009] In order to achieve the above object, according to the present invention, there is provided an input device for
use with a raster scanned display on which a first object and a second object are displayed, comprising a housing
being sufficiently small so that it may be hand held and selectively pointed at a particular position on the display, and
a first control means for controlling a travel direction of the first object, said first control means comprising an operable
member being operable on said housing for specifying a desired travel direction of the first object, characterized by a
second control means for controlling a travel direction of the second object displayed on the display, simultaneously
with controlling the first object by the first control means, including means for indicating a desired travel direction of
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the second object by pointing the housing at a desired position on the display.

[0010] Preferrably, the second control means controls a selection of one of a plurality of possible second objects.
[0011] In a further embodiment of the present invention, the operable member of the first control means comprises
a plurality of electromechanical switches.

[0012] In a still further embodiment, the means for indicating a desired travel direction of the second object comprises
an optical focusing means for focusing a portion of the display onto a pickup device, and a means for determining
which portion of the display is focused on the pickup device.

[0013] In accordance with a modification of the above embodiments, the electromechanical switches are mounted
on a upper part of the housing, and the optical focusing means are mounted on a side of the housing which side faces
the display.

[0014] According to a further modification of the above embodiments, the means for determining which portion of
the display is focused on the pickup device comprises an optical sensor circuit with an optical biasing LED.

[0015] According to a further aspect of the present invention, there is provided a hand-held controller including the
above input device for use with a microprocessor controlled gaming device, wherein the first control means comprises
a means for providing the gaming device with a first control signal which corresponds to the desired travel direction of
the first object, and the second control means comprises a means for providing the gaming device with a second control
signal which corresponds to the desired travel direction of the second object.

BRIEF DESCRIPTION OF DRAWINGS
[0016]

Figure 1 is a perspective illustration of a conventional gaming device 10 which is a basic unit in a gaming system
known as the Genesis system;

Figure 2 is a top plan view of a conventional control pad 30 used with the conventional gaming device of Fig. 1;
Figure 3a is a perspective view of a preferred dual-mode hand-held controller 100 according to the present inven-
tion;

Figures 3b, 3c, and 3d are respectively a top plan view, a front elevational view and a side elevational view of the
preferred dual-mode hand-held controller 100 of Fig. 3a;

Figure 4 is a perspective view of the preferred dual-mode hand-held controller 100 as used with a hypothetical
basketball game wherein the user is moving a first player 60 (the one dribbling the ball) with the left thumb while
simultaneously selecting another player 62 (the one to receive a pass from the first player) by pointing at that player;
Figure 5 is a schematic diagram of the circuitry used in the preferred dual-mode hand-held controller 100 of Fig.
4, which circuitry is based around an Application Specific Integrated Circuit ("ASIC") 200;

Figure 6 is a schematic diagram of the communication and control logic implemented within the ASIC 200 of Fig. 5;
Figure 7 is a functional block diagram corresponding to an optical sensor circuit 300 shown in Fig. 6;

Figures 8a and 8b are respectively a top plan view and a side view of the relationship between the printed circuit
board, the fresnel lenses, and the sensor (phototransistor 322) used with the dual-mode controller 100 of the
present invention; and

Figures 9a and 9b are top plan views of a two-piece housing structure for the preferred hand-held controller 100,
with a front fresnel lens mounted in one half of the housing and a rear fresnel lens mounted on the PC board.

BEST MODE FOR CARRYING OUT THE INVENTION

[0017] The following description is provided to enable any person skilled in the field of electronic games to make
and use the invention and sets forth the best modes contemplated by the inventors of carrying out their invention.
Various modifications, however, will remain readily apparent to those skilled in these arts, since the generic principles
of the present invention have been defined herein specifically to provide an enhanced dual-mode hand-held controller
for electronic games.

[0018] Figures 3a-3d depict a preferred dual-mode hand-held controller 100 according to the present invention. As
shown, the dual-mode controller 100 retains the control buttons associated with a convention controller 30 shown in
Figure 2: i.e. a D-Switch (joystick) and the A, B, C, and Start Buttons. However, in addition to these conventional
buttons, the dual-mode controller 100 of the present invention incorporates an optical detection system 370 which
allows the controller to be simultaneously used like a joystick and like an optical pointer. The dual-mode controller 100
allows each user to simultaneously control two independently movable objects.

[0019] The optical detection system of the dual-mode controller 100 includes a lens system 370 (see Figure 7) com-
prised of one or more lenses which, in the preferred embodiment, is comprised of a pair of fresnel lenses 120, 122.
The outermost lens 120 is visible in Figure 3c and the relationship between the two lenses and an external PCB and
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a phototransistor 322 is shown in Figures 8a and 8b. Two fresnel lenses were used as shown in order to obtain a
shorter focal length.

[0020] As shown in Figure 4, the dual-mode hand-held controller 100 is, like the conventional controller 30, intended
two be held in the player's two hands. However, the dual-mode controller 100 offers a significant advantage over the
conventional controller 30 in that the dual-mode controller 100 allows each of one or more players to control two game
objects at the same time.

[0021] We will return to the hypothetical basketball game and the ball passing example that we discussed above to
illustrate the advantages of this new controller. Referring to Figure 4, we see that the player's left thumb 62 is operating
the D-Switch to control the movement of the basketball player 60 that is dribbling the ball 64 . At the same time, the
player can move the entire controller 100 in any desired direction, as suggested by solid lines 68, 69 and aim the
controller at a particular player, as suggested by dashed line 67 and as optionally shown by a display cursor 65, in
order to select and then pass the ball 64 to that other basketball player, in this case player 62. Preferably, a symbol
such as symbol 65 appears on the screen 70 to provide the player with a visual feedback as to where the controller
100 is pointing.

[0022] The just described passing procedure for a basketball game is just an example. The dual-mode hand-held
controller 100 could be used with numerous other games. In addition, two controllers can be used at the same time
by two different players such that each can control two objects at the same time. This is a particularly important ad-
vantage with respect to two players games that simulate competitive sports. The following list of possible games and
associated functions is just the tip of the iceberg:

Football

[0023]

- Point at receiver to determine where to throw pass
- Point to active player to control receiver route

- Pointin front of a runner as a directional guide

- Control blockers by pointing, runner with D-Switch
Basketball

[0024]

- Point at the player to pass to

- Move another player in position to set a pick

- Human accuracy (quickly place cursor on basket before shot)
Baseball

[0025]

- Select the base to throw to

- Control base runner

- Bat by pointing at pitch location

Tennis

[0026]

- Move both players on your side in a doubles match
Hockey

[0027]

- Control passing by identifying the player to pass to
- Control player away from puck for blocking
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Shooting

[0028]

- Control where the shot is aimed
- Select targets independently of hero or vehicle direction
- Hit menu choices at any time

[0029] Figures 5 and 6 illustrate a preferred circuity forimplementing a dual-mode hand-held controller 100 according
to the present invention. Figure 5 is a view of the "forest", including an ASIC (IC for specific use) 200 shown in block
diagram form and Figure 6 is a view of the "trees" within the ASIC 200.

[0030] As shown by Figures 1 and 3a, the hand controller 100 is connected to an electronic plug input 12 or 13 on
the gaming device 10 via a cable 112 and a 9-pin connector 110. From left to right, Figure 5 generally depicts the 9-pin
connector 110, the cable 112, the ASIC 200, an R/C network 215 comprised of a resistor 212 and a capacitor 214, a
plurality of momentary contact switches (up, down, left, and right) which collectively comprise the D-Switch, the A, B,
C, and Start buttons, and an optical sensor circuit 300. It is expected that future embodiments of the invention will
incorporate even more control buttons.

[0031] The optical sensor circuit 300 of Figure 5, as suggested by the corresponding block diagram of Figure 7,
monitors image data 73 contained within a target area 74 of the television screen 70. The image data 73 is focused
through a lens system 370 onto a phototransistor 322 which is sensitive to visible light. Thus, every time a horizontal
scan line 76 passes through the target area 74, the phototransistor 322 generates a pulse which is amplified by an
amplifier 325 and output as an amplified pulse signal 325a. A resistive divider circuit 326 generates a reference voltage
which is provided as a reference signal 326a. A comparator 327 compares the amplified pulse signal 325a with the
reference signal 326a and, whenever the former exceeds the latter, outputs a horizontal scan detection signal 327a to
pin 17 of the ASIC 200.

[0032] The optical sensor circuit 300 features an optical biasing LED 321 which, in the preferred embodiment, is
physically located immediately adjacent to the phototransistor 322. The gain of the phototransistor 322 is zero when
there is no base drive. The gain generally increases as the base drive increases. The use of the optical biasing LED
allows for the two-legged phototransistor 322 instead of a standard three-legged phototransistor having an electrical
base drive input. The latter device is undesirable because an attempt to increase gain may actually reduce gain. In
particular, the resistive network used to electrically biasing the device may act as a low impedance shunt for any
photocurrent generated by the device. It has been discovered that a sensitivity increase of 20:1 can be obtained with
the optical biasing LED 321.

[0033] A bias driver 323 provides the necessary current to drive the optical biasing LED 321 at a current which makes
it sufficiently bright. At the present time, the preferred bias LED 321 is red in color and is driven at 10 mA. It is supposed
that amber or orange LEDs may be preferred over red because of their generally higher quantum efficiencies.
[0034] The target area 74 encompasses about sixteen scan lines 76 when the preferred hand-held controller 100 is
held an average distance from an average sized television. The object is to detect the central most scan line which
provides the longest and highest intensity pulse. Returning to the Figure 6 logic diagram of the ASIC 200, we see that
the horizontal scan detection signal 327a that is input at pin 17 drives the clock input CLK of a counter 210 which is
configured as an up counter. For each horizontal scan line 76 that crosses the target area 74, the counter 210 counts
up, with its outputs Q1, Q2, Q3 , Q4 going successively from binary 0000 to binary 1111. Two inverters 211, 212 are
driven by output Q4. When the count reaches decimal 8, i.e. when Q4 goes high to provide binary 1000, then the
inverters 211, 212 go low. The output of inverter 212 is provided to the gaming device 10 over pin 5 as a scan line
detection signal. As is well known in the art, the gaming device 10 can easily compute the screen location at which the
detection occurred based on the time that it received the scan line detection signal relative to the beginning of the
vertical retrace. The output of inverter 211 is provided to the clock input CLK, thereby freezing the counter 210 and
stopping the count at 8 until the counter 210 receives a reset signal RST during the next vertical retrace.

[0035] During each vertical retrace of the television display 70, a conventional control pad 30 like that shown in Figure
2 identifies itself as a hand controller and communicates button press data to the gaming device 10 over six ports
PO-P5 (lines 1-4, 18, and 19). Because there are more than six pieces of data to be transmitted, a multiplexing scheme
has been employed wherein the gaming device transmits a multiplex control signal to the conventional control pad 30
over port P6 (line 5). The picture becomes even more complicated given a dual-mode controller 100 according to the
present invention because now the gaming device must determine which type of controller is attached and the controller
100 must transmit scan line data in addition to button press data.

[0036] The present inventors have developed a novel circuitry which allows their dual-mode controller 100 to act as
either a standard controller 30 or as a dual-mode controller 100 and which overcomes the need for additional lines.
Thus, the dual-mode controller 100 can operate in a "conventional" mode or in an "optical" mode. The ports PO, P1
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(lines 18 and 19) are always outputs from the conventional controller 30 and the port P6 is always a multiplex control
input to the conventional controller 30.

[0037] On the other hand, in the dual-mode controller circuit of Figure 6, the ports PO, P1, and P6 are bi-directional,
serving as either data output ports (in conventional mode) or as command input ports (to place the controller in optical
mode and thereafter provide control signals) .

[0038] The ASIC 200 contains a multiplex logic block 240 as shown in Figure 6. If the dual-mode controller 100 is
in the conventional mode, then the multiplex logic block 240 causes the controller to function as a conventional con-
troller. On the other hand, if the dual-mode controller 100 is in the optical mode, then the multiplex logic block 240
causes the controller to function as follows:

Table 1 -
Dual-Mode Controller
Dual Mode
Controller Port | Direction | P1-Line 18 Function
PO Input Counter Reset
P1 Input Data Select
P2 Output H Left
P3 Output H Right
P4 Output H "B"Button
P5 Output H "C"Button
P6 Output Scan Line Data
PO Input Counter Reset
P1 Input Data Select
P2 Output L UP
P3 Output L DOWN-
P4 Output L "A" Button
P5 Output L "Start" Button
P6 OQutput Scan Line Data

[0039] A pair of pull-up resistors 220, 222 keep the ports PO, P1 nominally high. The ports PO, P1 of the dual-mode
controller 100 are connected to the inputs of a NOR gate 223. The dual-mode controller 100 is placed in the optical
mode by dropping and generally holding the ports PO, P1 low from the gaming device 10. We say "generally" low
because the ports PO, P1 are periodically spiked high to reset the counter 210 during every vertical retrace (as described
earlier) and to multiplex the button press data for eight buttons over 4 lines (see Table 1 above) .

[0040] Itis important to ensure that the relatively short high logic control signals applied to the ports PO, P1 from the
gaming device not cause the dual-mode controller 100 to inadvertently switch from the optical mode into the conven-
tional mode. The ability for short duration high logic control spikes to be accommodated is accomplished with an R/C
network as follows. When the ports PO, P1 are pulled low by the gaming device 10, the output of the NOR gate 223
goes high and is inverted low at pin 15 by an inverter 224 . As shown in Figure 5, pin 15 is connected to the top of an
R/C network. The output of the R/C network, taken between the resistor 212 and the capacitor 214, is returned to the
ASIC 200 and connected to a second input of the latch 230 at pin 16.

[0041] When the gaming device 10 pulls the ports PO, P1 low for a relatively long period of time to put the dual-mode
controller 100 into the optical mode, then the capacitor 214 will fully charge and the output of the inverter 224 will be
diverted to pin 15 of the ASIC 200, thereby setting the latch 230. On the other hand, the relatively short button press
output signals that periodically occur on ports PO and P1 will not fully charge the capacitor 214 of the R/C network 210.
Thus, the latch 230 will not be inadvertently reset by such short duration pulses.

[0042] The operational mode of the Figure 6 circuity depends on whether or not the game cartridge is a "conventional”
game or an "optical" game that can operate with a dual-mode controller 100 according to the present invention. The
software of an optical game will initially cause the gaming device 10 to determine which type of controller is connected
(conventional 30 vs. dual-mode 100) by dropping the ports PO, P1 low. The optical game software then determines
whether or not the controller has gone into optical mode by checking the data at ports P2 P3, which, in the case of an
conventional controller, would both be low. However, as reference to Table 1 above shows, a dual-mode controller 100
has UP/DOWN attached to the ports P2, P3 when P1 is low. The UP and DOWN button cannot be pressed at the same
time due to physical limitation associated with the D-Switch. Thus, given a dual-mode controller, P2 and P3 cannot
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both be low (as with a conventional controller 30) and the game software will conclude that a dual-mode controller 100
is attached. If both ports P2, P3 are low, the game software will conclude that a conventional controller 30 is attached.

Claims

1. Aninput device for use with a raster scanned display (70) on which a first object (60, 62) and a second object (65)
are displayed, comprising:

a housing being sufficiently small so that it may be hand held and selectively pointed at a particular position
(74) on the display (70); and

a first control means for controlling a travel direction of the first object (60, 62), said first control means com-
prising an operable member being operable on said housing for specifying a desired travel direction of the
first object (60, 62);

characterized by

a second control means (300) for controlling a travel direction of the second object (65) displayed on the display
(70), simultaneously with controlling the first object (60, 62) by the first control means, including means for indicating
a desired travel direction of the second object (65) by pointing the housing at a desired position (74) on the display
(70).

2. The input device of claim 1, wherein the second control means (300) controls a selection of one of a plurality of
possible second objects.

3. The input device of claim 1 or 2, wherein the operable member of the first control means comprises of a plurality
of electromechanical switches.

4. The input device of any one of claims 1 to 3, wherein the means for indicating a desired travel direction of the
second object (65) comprises

an optical focusing means (120, 370) for focusing a portion (74) of the display (70) onto a pickup device (322),
and
a means for determining which portion (74) of the display (70) is focused onto the pickup device (322).

5. The input device of claims 3 and 4, wherein the electromechanical switches are mounted on an upper part of the
housing; and
the optical focusing means (120, 370) are mounted on a side of the housing, said side facing the display (70).

6. Theinputdevice of claim 4 or 5, wherein the means for determining which portion (74) of the display (70) is focused
onto the pickup device (322) comprises an optical sensor circuit with an optical biasing LED.

7. Ahand-held controller including the input device of any one of claims 1 to 6, for use with a microprocessor controlled
gaming device, wherein the first control means comprises

a means for providing the gaming device with a first control signal which corresponds to the desired travel
direction of the first object (60, 62); and

the second control means (300) comprises

a means for providing the gaming device with a second control signal which corresponds to the desired travel
direction of the second object (65).

Patentanspriiche

1. Eingabegerat zur Nutzung mit einer Rasteranzeige (70), auf welcher ein erstes Objekt (60, 62) und ein zweites
Objekt (65) abgebildet wird, mit:

einem Gehause, das ausreichend klein ist, so dass es in der Hand gehalten und wahlweise auf eine bestimmte
Stelle (74) auf der Anzeige (70) gerichtet werden kann; und
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einer ersten Steuerungseinrichtung zum Steuern einer Bewegungsrichtung des ersten Objektes (60, 62), wo-
bei die erste Steuerungseinrichtung ein bedienbares Element aufweist, das zur Spezifizierung einer ge-
wlinschten Bewegungsrichtung des ersten Objektes (60, 62) auf dem Gehause bedienbar ist;

gekennzeichnet durch

eine zweite Steuerungseinrichtung (300) zur Steuerung einer Bewegungsrichtung des auf der Anzeige (70)
abgebildeten zweiten Objektes (65), gleichzeitig mit der Steuerung des'ersten Objektes (60, 62) durch die
erste Steuerungseinrichtung, mit einer Einrichtung zur Anzeige einer gewiinschten Bewegungsrichtung des
zweiten Objektes (65) durch Zeigen des Gehauses auf eine gewlinschte Stelle (74) auf der Anzeige (70).

Eingabevorrichtung nach Anspruch 1, bei welcher die zweite Steuerungseinrichtung (300) eine Auswahl eines aus
einer Vielzahl von méglichen zweiten Objekten steuert.

Eingabevorrichtung nach Anspruch 1 oder 2, bei welcher das bedienbare Element der ersten Steuerungseinrich-
tung eine Vielzahl von elektromechanischen Schaltern aufweist.

Eingabevorrichtung nach einem der Anspriiche 1 bis 3, bei welcher die Einrichtung zur Anzeige einer gewtinschten
Bewegungsrichtung des zweiten Objektes (65) eine optische Fokussierungseinrichtung (120, 370) zur Fokussie-
rung eines Abschnittes (74) der Anzeige (70) auf eine Aufnahmevorrichtung (322) und eine Einrichtung zur Er-
mittlung, welcher Abschnitt (74) der Anzeige (70) auf die Aufnahmevorrichtung (322) fokussiert ist, aufweist.

Eingabevorrichtung nach den Anspriichen 3 und 4, bei welcher die elektromechanischen Schalter auf einem obe-
ren Teil des Gehauses befestigt sind und die optische Fokussiereinrichtung (120, 370) an einer der Anzeige (70)
zugewandten Seite des Gehauses befestigt ist.

Eingabevorrichtung nach Anspruch 4 oder 5, bei welcher die Einrichtung zur Ermittlung, welcher Abschnitt (74)
der Anzeige (70) auf die Aufnahmevorrichtung (322) fokussiert ist, eine optische Sensorschaltung mit einer opti-
schen, vorgespannten LED aufweist.

In der Hand zu haltende Steuerungsvorrichtung mit der Eingabevorrichtung nach einem der Anspriiche 1 bis 6 zur
Verwendung mit einer mikroprozessorgesteuerten Spielvorrichtung, bei welcher die erste Steuerungseinrichtung
eine Einrichtung aufweist, die der Spielvorrichtung ein erstes Steuerungssignal liefert, welches der gewlinschten
Bewegungsrichtung des ersten Objektes (60, 62) entspricht, und die zweite Steuerungseinrichtung (300) eine
Einrichtung aufweist, die der Spielvorrichtung ein zweites Steuerungssignal liefert, welches der gewlinschten Be-
wegungsrichtung des zweiten Objektes (65) entspricht.

Revendications

Dispositif d'entrée destiné a étre utilisé avec un écran matriciel (70) sur lequel un premier objet (60, 62) et un
deuxiéme objet (65) sont affichés, comprenant :

un boitier suffisamment petit pour qu'il puisse étre tenu dans la main et pointé de maniére sélective sur une
position particuliére (74) sur I'écran (70) ; et

des premiers moyens de commande pour commander une direction de déplacement du premier objet (60,
62), lesdits premiers moyens de commande comprenant un élément actionnable pouvant étre actionné sur
ledit boitier pour spécifier une direction de déplacement souhaitée du premier objet (60, 62) ;

caractérisé par:

des deuxiemes moyens de commande (300) pour commander une direction de déplacement du deuxiéme
objet (65) affiché sur I'écran (70), simultanément a la commande du premier objet (60, 62) par les premiers
moyens de commande, comprenant des moyens pour indiquer une direction de déplacement souhaitée du
deuxiéme objet (66) en pointant le boitier sur une position souhaitée (74) sur I'écran (70).

2. Dispositif d'entrée selon la revendication 1, dans lequel les deuxiémes moyens de commande (300) commandent

une sélection de I'un d'une pluralité de deuxiémes objets possibles.
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Dispositif d'entrée selon la revendication 1 ou 2, dans lequel I'élément actionnable des premiers moyens de com-
mande comprend une pluralité de commutateurs électromécaniques.

Dispositif d'entrée selon I'une quelconque des revendications 1 a 3, dans lequel les moyens pour indiquer une
direction de déplacement souhaitée du deuxiéme objet (65) comprennent :

des moyens de focalisation optiques (120, 370) pour focaliser une partie (74) de I'écran (70) sur un dispositif
de lecture (322) ; et
des moyens pour déterminer quelle partie (74) de I'affichage (70) est focalisée sur le dispositif de lecture (322).

Dispositif d'entrée selon les revendications 3 et 4, dans lequel les commutateurs électromécaniques sont montés
sur une partie supérieure du boitier ; et

les moyens de focalisation optiques (120, 370) sont montés sur un cbté du boitier, ledit c6té étant orienté
vers I'écran (70).

Dispositif d'entrée selon la revendication 4 ou 5, dans lequel les moyens pour déterminer quelle partie (74) de
I'écran (70) est focalisée sur le dispositif de lecture (322) comprennent un circuit de détection optique avec une
diode électroluminescente a polarisation optique.

Contréleur @ main comprenant le dispositif d'entrée selon I'une quelconque des revendications 1 a 6, destiné a
étre utilisé avec un dispositif de jeu commandé par microprocesseur, dans lequel les premiers moyens de com-
mande comprennent :

des moyens pour fournir au dispositif de jeu un premier signal de commande qui correspond a la direction de
déplacement souhaitée du premier objet (60, 62) ; et
les deuxiéemes moyens de commande (300) comprennent :

des moyens pour fournir au dispositif de jeu un deuxiéme signal de commande qui correspond a la direction
de déplacement souhaitée du deuxiéme objet (65).
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